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INSIDE: Brightn 


WEWANT YOU 
TO JOIN THE FIGHT 


FROM THE EDITORIAL STAFF 


After taking the helm last issue, the 

new editorial team is back for Paladins 
Community Magazine Issue #6! This one 
was a bit delayed as you may have seen 
on Reddit, as one of our own was helping 
his friend who had lost their best friend in 
the Manchester attack. You guys showed a 
lot of Support for him and we thank you a 
lot for that. 


As for what you should expect from this 
issue, we made Sure to cover the newest 
champions to join the realm in Willo and 
Ash. Our staples of Paladins 101 and Map 
Breakdown also make an appearance 
this issue. We’ll be teaching you about 
champion subclasses and the new Siege 
Map, Brightmarsh! You can get your 
esports fix this issue with an analysis of 
tier lists, an interview with Kanga Esports’ 
Haydz, and a recap of the Dreamhack 
Open Brackets. Lastly, we compiled some 
feature suggestions for HiRezMartini, the 
new Lead Designer for Paladins over at 
HiRez. 


Before | let you go, | wanted to let you 
know that Paladins Magazine Is always 
looking for new writers, artists, and in- 
game photographers! If you’re passionate 
about Paladins and interested in joining 
the team, fill out this form and link to us 
any of your past work for us to take a look 
at. Now that my recruitment spiel is over, 
you can go enjoy our amazing fan-made 
content! 


Steve Greenfield 
Managing Director 


Freenffel 


gen 
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MMMM «gM “ahhh 


In this volume of “Who is?”, Mint will be delving into the realm of Paladins to analyze the 


newest addition, Ash. With her Burst Cannon and imposing might, she intends on making an 


impact on the current Front Line meta. 


Ash is a primarily aggressive front liner who 
excels at pressuring objectives, chokeholds, 
and backlines with her vast array of both 
crowd control and general brute force. 
Despite Ash lacking slightly in the damage 
numbers, she more than makes up for it with 
her ability to juggle enemy champs to her 
will, in some instances crowned “Reverse 
Makoa.” Ash certainly looks to make a huge 
stamp on the front line class, may that be 
with her flank alternative as “flASH”, or as a 
more objective focused tank. As an objective 
focused tank, she would be prioritising her ult 
and crowd control to defend her point to the 
best of her ability. Now without further ado, 
let’s get on into the stats. 
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The War Machine’s left click is Burst 
Cannon. Per shot, Ash can fire a shrapnel 
round in a decently sized AoE, dealing 400 
damage to all targets unfortunate enough 

to get caught in the radius. It would be 
important to note that this ability deals blast 
damage, along with the rest of the abilities in 
her kit and has the new longest reload time in 
the game of 1.5 seconds. Another important 
factor is that she suffers a movement slow 

of ~0.6 seconds after each shot, leaving her 
fairly vulnerable in duels against more mobile 
targets or susceptible to hard crowd control 
such as Makoa’s Dredge Anchor. Overall 

this left click may not be the strongest, 

as it leaves her very vulnerable in some 
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circumstances. The large AoE is even capable 


of killing targets once they’ve escaped 
around walls, similarly to a Drogoz Fire Spit 
which is annoying for enemies but is a very 
useful mechanic to say the least. 


Her right click is Kinetic Burst. Ash’s 
Kinetic Burst is an offensive, cone-shaped 
knockback ability that is designed to disrupt 
targets and in some cases, knock them off 


the edge of the map into the shadowy depths 


below. Kinetic Burst is on a short cooldown 
of 6 seconds, allowing it to be used ona 
regular basis in between shielding, charging 
and blasting down opponents. Kinetic Burst 
also deals a flat 300 damage, which may 
not sound a lot, but in combination with her 
other abilities it can certainly add up versus 
a squishy target. This ability excels on maps 


such as Frog Isle or Fish Market, similarly 


By ToniJade 
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to Torvald’s Hyper Beam, making it highly 
possible that she becomes a niche pick for 
those maps. 


Ash’s Q ability is named Siege Shield, 
which is a unique shield ability which 
advances forward after being deployed, 
making it very useful for sieging defended 
objectives or to close down flank routes as 
you invade the opposing backline. Siege 
Shield has a solid 10 second cooldown 
which doesn’t begin until the shield itself 
expires, keeping it in balance with the 
other shield abilities in the game. Despite 
this shield excelling at closing down angles 
and pressuring objectives, her second 
legendary card, Fortress Breaker, increases 
the hit points of the shield by 3000, whilst 
reducing its travel speed by 80%. This 
legendary allows her Siege Shield to be 


+ 
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a more stationary target, very similar to 
Barik’s Barricade. Allowing her to have a few 
different build options and be more of an 
objective based tank rather than one diving 
the backline. 


The F ability in Ash’s kit is called 
Shoulder Bash. Shoulder Bash is my 
personal favourite and possibly the most 
interesting ability in Ash’s kit, as it can be 
used in many different situations to either 
eliminate or cripple foes with its heavy crowd 
control element. Ash lowers her shoulder and 
dashes forward at great speed where she 
can possibly travel a huge distance before 
hitting an unexpecting target. Shoulder Bash 
deals a flat 800 damage and applies a huge 
knockback, which can be used in combination 
with her right click (Kinetic Burst) to juggle 
foes and leave them vulnerable to her 
teammates. Not to mention that the combo 
does 1,100 damage together before you even 
include shots from her Blast Cannon, making 
her a highly viable duelist and backline 

bully if set up properly. Shoulder Bash has a 
sizable cooldown of 15 seconds which can be 
reduced to 11 seconds with her loadout card 


Gate Crasher, one of her most popular cards. 
The ability also has a short channeling time 
of 1 second that can leave her vulnerable 

to high burst champions like Drogoz or high 
CC champions like Makoa. Battering Ram 
changes that, as it provides Ash with CC 
immunity and 90% damage reduction whilst 
charging her dash, making her Shoulder Bash 
far safer but also a great tanking ability in the 
thick of battle. 


Ash’s final ability is her ultimate, Assert 
Dominance, in which Ash soars into the 

air and plants her banner on the ground, 
dealing 350 damage to all opponents in an 
AoE and creating a large radius where she 
gains a damage immunity state. This state 
lasts for 8 seconds and is only within her 
banner’s radius, leaving her susceptible to 
champions with displacement abilities such 
as Makoa, Torvald, Bomb King and even more 
than anyone, herself. The most important 
part to note is that unlike Fernando, Ash can 
freely roam around, use her abilities and 

heal above a health cap during her ultimate, 
making it a more selfish yet more effective 
version of his Immortal. Assert Dominance 
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has more than meets the eye 
with her final legendary, Rally 
Here. A reference to 
the Roman goddess 
of war from SMITE, 

Bellona. Rally Here 
makes her ) 
ultimate 


ability now stun 
for 2 seconds 
upon landing 
and awards allies 
within an 10Oft radius to des 
20% increased damage for 3 

seconds. This may sounds like little but 
that’s 2-3 shots from up to 4 allies that will 
be dealing 20% additional damage, which is 
more than capable of swinging the tide of a 
contest. 


Ash works best with champions who have 

a good ranged heal, supporting her as she 
pushes back opponents and forces backlines 
to retreat, making Seris and Mal’Damba the 
immediate two choices to support her in 
fights. Although not entirely necessary, her 
vast amount of CC is more than capable of 
grouping up enemies into corners of heavily 
contested point zones like Brightmarsh. A 
good AoE blast champion such as Drogoz, 
Willo, or Bomb King could benefit greatly 
from being aligned with a skilled Ash player 


due to the huge damage potential from those 


Combos. 


Depending on the chosen legendary, Ash can 
be very weak to crowd control champions 
such as Makoa or Torvald as they could 
easily prevent her from escaping, leaving her 
vulnerable and lacking mobility in the thick of 
combat which always spells trouble. Popular 
anti-tank characters like Drogoz really seem 
to have little luck versus Ash due to the 8 
seconds of immunity on her ultimate, Assert 
Dominance. This means it’s highly likely that 
she may be a meta champion, filling the 
boots of Fernando and Torvald in many ways, 
just better. 


Overall Ash seems to be a very fun and 
mainly aggressive front liner who also has the 
potential to be passive and very defensive 
depending on your build. She can swing with 
the best of them in duels due to her decent 
damage and juggling combos, and tank 

with the best of them due to her shielding, 
damage reduction, and insane crowd control. 
She looks to be a great addition to the 


Realm’s roster of front lines. 
By Michael Parker 
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WILLO 


OL hhh snsidddcdcddcdddcccccccacccccdadcdaaadadaaaadacaadaddda By Jacob Russell 
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At first sight, Willo looks like a nice flower fairy from the Summer Court that you would 


want to be your friend, that is the case, just not in the way you were originally thinking. You 


thought she would be kind to you and give you some flowers, but that’s definitely not the 


case. 


The real reason you want her to be your 
friend is because the last thing you want is 
to get hit with that 100% Cauterize and be 
hit with that Skye ultimate that HiRez bound 
to her Q ability. You probably get the deal by 
now, she’s squishy and doesn’t have much 
mobility, but she has unparalleled area denial 
and raw burst. 


Willo’s left click is Wand of Overgrowth. 
“Fire a blast of fae energy that deals 500 
damage every 0.75 seconds.” What’s 
important to note when you read “500 
damage” is that you only get that full 
damage if you get a direct hit on your target 
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like any other AoE basic attack. That damage 
can be bolstered if you use her Blastflower 
legendary, as it makes targets hit by your 
attacks take 100 additional damage from 
you, stacking up to 3 times. Her clip size is 8 
and has a reload time of 1.7 seconds. It’s also 
important to note with this ability that you 
get damaged by your own attacks if you’re 
attacking an enemy that is too close to you. 
The fact that her basic attacks are AoE sets 
the precedent for the rest of her kit. 


Willo’s right click is Dead Zone. “Fire 
out a toxic spore that prevents all healing 
in an area for 4s. Enemies affected by the 
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spore that move out of the infested area 
cannot heal for 2s.” Something that you may 
not have known about this ability is that 

it deals 100 damage if you hit the target 
directly. The ability has a base cooldown of 
15 seconds and can be given an additional 
effect by using the Scorched Earth legendary. 
With this card, Dead Zone damages shields 
for 50% of their maximum health over Is. 
This card would obviously be good against 
double tank compositions just as the ability 
is good against multiple healer compositions. 
But the ability also works for self healing 
abilities: Evie’s Ice Block with Reprieve, 
Buck’s Recovery, Maeve’s Nine Lives with her 
Artful Dodger legendary, Barik’s Turrets with 
his Healing Station card, etc. Just to adda 
little bit more excitement to the mix, it also 
counters healing items you buy during the 
game like Kill to Heal and Life Rip. 


Willo’s Q ability is Seedling. “Toss a seed 
that explodes after a second fuse, dealing 
500 damage and spawning 4 additional seeds 
that each explode for 500 damage after 1 
second.” Like her basic attacks, this ability 
does less damage the further you are away 
from the center of the blasts. That damage 
can be increased to 850 per seedling and the 
fuse time can be reduced by 25% with the 
Scorn legendary for this ability. Seedling also 
has a 15 second cooldown, but a lot of people 
will run cooldown cards for this ability since it 
is her main source of damage. If you want to 
get the most out of this ability, use it to block 
off an area your enemies are about to walk to 
or are currently in (especially the objective). 
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Willo’s F ability ts Flutter. “Quickly flutter 
your wings and propel yourself forwards and 
upwards.” Here comes the weakness in her 
kit, her lack of mobility. This is a very short 
escape on a 10 second cooldown. You'll hear 
more about this issue later. 


Willo’s E ability (Ultimate) is Fae Flight. 
“Harness the power of the Fae and take to 
the sky for 10 seconds.” What is the “power 
of the Fae” you ask? Well, after you complete 
the long 1.6 second animation, you’re given 
crowd control immunity and infinite ammo. 
Although this isn’t necessarily a high impact 
burst ultimate like Drogoz or Bomb King, 

the ability is very good at chasing retreating 
enemies and creating space for your team. 
On some maps this ultimate is obviously a 
lot better than on maps that are very close 
quarters, which is the direct opposite of the 
rest of her kit. 
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NEW CHAMPION 


As for when you should pick Willo, your 

best bet is to pick her when you know the 
enemy team is going to have two frontlines 
(besides Inara) or two healers. Typically 
these compositions will try to bunch up on 
the objective in the early game and abuse 
the fact that the enemy doesn’t have much 
Cauterize or Wrecker built yet. Willo can have 
both of these items built into her kit if you 
build her a certain way, meaning that she 
can hold enemies off the objective while your 
team has time to build their offensive items. 
It’s also important to note when picking Willo 
that she’s seen as a champion that is good 

in casuals but not for the top level of play, 

as GankStars’ Bird has her as B+ in his OB51 
tier list. She is combined well with champions 
that have the ability to displace enemies into 
her area damage. A Seris ultimate, Makoa 
hook, or Ash right click into a Seedling will 
spell the end of an enemy squishy . 
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Now as for what counters Willo, that should 
pretty obvious given the weakness of hers | 
told you about before. You just need to pick 
a champion that has high mobility and good 
enough to damage to quickly take out her 
Small health pool. Your mobility will help you 
get out of her area abilities and be able to 
chase her after she uses her short escape. 
The Basic Willo loadout seems to be about 
fixing that for her, but even there are still 

a lot of safer options if your team needs 
someone to dish out some damage. 


Willo is a fun damage champion if you don’t 
care much about staying alive for a long 
period time but love to see big numbers pop 
up on the screen. That is, of course, implying 
that you aren’t seeing those big numbers on 


your death recap. 
By Jacob Russell 
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BRIGHTMARSH PALADINS 


CHAMPIONS OF THE REALM 


BRIGHTMARSH 


LLL hh hsb bdsiddddcicdddddddcceccccaccccccedcdddccacddadaadad By Brandon Parkers “”!v@VL100Q}W’“M“mnii 


Brightmarsh Is the newest map in Paladins that will grow on you really fast, due to the mush- 
room houses and all of the foliage you can shake a Grover at. Tight quarters in mushroom 


houses mixed with long sightlines and a touch of open spaces makes this a map that Is a ton 
of fun to play. The thing to remember is not to eat the mushrooms. 
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By ToniJade 


Along with a lot of maps in the game, the 
main path to the center objective is a winding 
one, but not without some caveats. For 
instance, before you enter the objective area, 
there is a group of “boxes” that are just tall 
enough to jump on and get a good sightline 
into it. The only drawback of that position is 
that you are susceptible to incoming fire, as 
the upper 50% of you is still out in the open. 
For Kinessa players, use the rear of the spot 
to cover your backside and watch for flankers 
trying to get behind you. 


At the objective is the big mushroom house 
that holds windows that both enemies and 
friendlies can shoot through, and a flank 
route near the water that leads to either 
the rear or front of the big mushroom house 
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depending on your side of the map. The 
house itself is a wide open space with two 
“stages” that you can jump on if you have 
the time to and set up defensive positions. 
Be careful of incoming fire from the windows, 
as they are small enough to shoot through 
and provide ample opportunity for the likes 
of Bomb King and Tyra to wreck havoc on 
your front liners with just a porthole to return 
fire from. However, this area is great for the 
likes of Barik and Inara, as Barik can set up a 
defensive position and hold off enemies with 
his turrets at the stages and Inara can choke 
off the point with her wall. 


Alongside the main house is a dock that 
houses two staircases, which leads to the rear 
or the front of the main house, depending 
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on your position. This is a wide open space 


that has zero cover apart from the handrails, 
but does have access to the main house. 

It’s technically a flank route, but not a whole 
lot of players use it due to the risk of a 
Torvald ult sending them fishing for sharks 

or incoming fire being concentrated in that 
area because of how funneled your team 

is in that position. One trick is to have your 
front liners use this point and have your other 
teammates flank the route by using the other 
side entrance. This will make quick work of 
the front line and give your team ample time 
to set up defensive positions once you have 
captured the objective. 
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When the capture point is taken, it’s time 

to use the side houses! These houses cause 
a lot of tight quarters combat, so make use 
of the flank routes to catch unsuspecting 
enemies out. The houses actually lead to 
either your base or the enemies’ base, so 
use these routes carefully. One false route 
can have you in a heap of trouble quickly. For 
the high mobility champions, such as Maeve 
and Evie, use these flank routes to your 
maximum advantage, as they provide cover 
for sticky situations and a good way to sneak 
up and destroy an enemy champion. Use 
these houses along with the brush to sneak 
past the enemy. Be careful of area of effect 
damage in the small houses, as a well timed 
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Skye or Seris ult when your team is in the 
area will change the course of the game in an 
instant. Don’t group up in these housesand 
only allow one or two champions in these 
routes, preferably a flanker or a single target 
damage dealer. 


In the payload route, keep your head ona 
swivel, as it is a long route filled with flank 
routes, bushes, and long sight lines. Have 
your front liners, such as Fernando or Makoa, 
keep an eye out for where incoming fire is 
coming from and position your shield to it. 
If possible, pushing the payload with your 
support is a good way of protecting it and 


By ToniJade 
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you at the same time, as the support can 
heal the front liner and let it be a bullet soak. 
The damage dealers that can fire from long 
distance, such as Cassie or Kinessa, can 
make quick work of chewing out your front 
line, so be on your toes halfway towards 
pushing the payload towards your goal. 


| don’t know if HiRez is doing this intentionally 
or not, but | seem to have a lot of games 

in a row on this map. We’ll never know the 
algorithm for how maps are chosen, at least 
when | get this map a lot I'm a happy man! 


By Brandon Parker 
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FRONT LINER AND SUPPORT 
SUBCLASSES 


PALADINS 101 


Lx i bbb bgt isiiddcdcddddddddccdccddccceeecceccdadccaddadadddde By Brandon Parker ““””W”WW™W“’“Mitii 


So, you know of the different classes in Paladins of Front Line, Support, Damage, and Flank. 


You know what they do based on the class that each champion belongs to when you’re on 


the champion select screen. Within each class there are subclasses that specify even further 


the purpose of each champion. In this issue we will be discussing subclasses in the front line 


and support roles. 


Front liners are the tanks in the fight. They 
may not have the most damage or healing, 
but you can stick them on an objective and 
watch them become an immoveable object. 
However, not all tanks are equal, as some 
tanks are unique and bring to the table things 
that others don’t. 


One example of this is the control tanks. 
These tanks excel at controlling objectives 
while providing area of effect zoning so that 
they can stay on the objective. These tanks 
may not be the tankiest, but they make up 
for it by making sure the opposing tank can’t 
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do their job. Tanks like Barik and Inara are 
the two tanks that fit into this category, as 
their objective control is unmatched, with the 
deployable shield and turrets for Barik and 
the gigantic wall for Inara. 


Sometimes, though, you just need to have a 
tank to be a bullet sponge and soak up a ton 
of damage. Those are, for a lack of a better 
term, the tanky tanks. No matter how hard 
the enemy tries, you are an immoveable 
object, laughing as they fruitlessly try to 
take you down. Fernando and Makoa are the 
two that comes to mind, as Fernando has a 
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base health of 5,500 and a shield health of 
8,000 (yikes...13,500 health!!!!). Makoa is no 
different, as he has a base health of 4,800 
and a shield strength of 6,000. When you ult, 
your health increases to 9,800 health. Talk 
about bullet soak. 


Off tanks provide some tank stats but also 
have a decent amount of damage, which 
primarily is a single target damage type. 
Ruckus is the primary one, as his two shields 
and base health provides enough tank to 
have some survivability to a fight. Living for 
a long time means that Ruckus can dish out 
plenty of damage with his left click to charge 
up his high damage ultimate. 
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For supports, every champion has a mix of 
healing and crowd control. Some have a lot 
of healing and not much crowd control, while 
some are the exact opposite. The crowd 
control capabilities of supports are meant 
more to set up kills or to peel flankers off 
your backline. Healing is meant to just keep 
your teammates alive so they can do the 
dirty work against your opponent. 


Suppose you want a lot of utility but not a 
whole lot of healing from your support. Well, 
that’s where the utility support subclass 
comes in. These champions have a lot of 
crowd control abilities, such as a stun, knock- 
up, knock-back, silence or other displacement 
spells that can turn a team fight into an 
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instant win. Some champions that are utility 
supports are Mal’Damba, Pip, and Seris, 

as they have the CC ultimates | mentioned 
before. Mal’Damba’s Dread Serpent pushes 
enemy away, Seris’ Convergence pulls 
enemies to a position, and Pip renders the 
whole enemy team useless with evil Mojo. 


The biggest and most obvious class for 
supports are the healing supports. Sure, 
they might have one or two utility spells, but 
healing supports are usually the ones that 
can heal multiple champions, sometimes 

in the thick of fights. The big ones that are 


healing supports are Grover, Grohk, and Ying. 


These are your high healing supports that, 
when paired with one or more high health 
front liners, can dish out some healing like an 
ambulance. They may not have many crowd 
control abilities, or none if you’re Ying, but 
she definitely doesn’t fall short in the healing 


department. 


os = By ToniJade 
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The thing to note is that you have to use 

all of the subclasses in moderation. Having 
two healing supports means that your team 
is too susceptible to Cauterize. Having two 
“tanky tanks” (main tanks) means that your 
team is too susceptible to Wrecker. On the 
other side of the coin, you don’t want to not 
have enough of either shields or healing. Not 
having enough of one of those two things 
mean that you’re DPS will be too easy to pick 
off and your team won't get any kills. From 
the beefiest front liners to the utility supports, 
these subclasses can become tools to aid 
your team to victory. Use the right tools for 
the right job in your team compositions and 
you will win the day. Have fun and next issue 
will be the damage and flankers. 


By Brandon Parker 
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5 THINGS PALADINS NEEDS 


VULLILLLLLLLLLLLLLLLLLLLLLLU LLU LL LLL AL LULU DUT hd hd dd hdd ddd, By Jacob Russell WUMMMMMLM «LM «A hd, 


Although Paladins has been in development for close to 2 years now, HiRez will be the first to 
tell you that they have a laundry list of things on the horizon. | obviously don’t know what Is 
in the pipeline for the new Lead Designer HiRezMartini, but here’s some things I'd like to see 
in Paladins. Some of these features come from SMITE and other popular online games, while 
others don’t have to do with the game itself and have to do with the esports scene as well. 
HiRez might read this article (it’s a longshot), but the main point of this is to give you guys 
some ideas of what to request next time HiRez puts out another feedback form. Even if some 
of these things don’t get added, I’m excited for the future of the game! 


Game mode System Update- As of right This mode really makes Paladins more of a 
now in Paladins we have Siege, Payload, MOBA while Survival makes it more of a FPS. 
Survival, and PVE. | wrote an article a few It’s an objective based game that involves 


months ago about the state of game modes more than just standing in the right spot. It 


in SMITE and that we needed more variety. wouldn’t be the exact same mode, as this 
With Paladins, | have the similar mindset time | wouldn’t want there to be a point to 
that game modes shouldn’t overlap each capture or payload to push. Getting three 
other as much. If everything went my way, champion kills would spawn a miniature siege 
Payload would get the boot to start things monster that would tank the towers and 

off. It’s already not a very popular mode attack one of the two consecutive gates and 
and it’s really just half of Siege, why even eventually get to the core at the end. It would 
have it at this point? To replace it | want be a very small map and you would have to 
to bring back the original Paladins mode choose on defense whether or not to kill the 
where you shot at gates (I’m not joking). siege monsters or kill the enemy champions 
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to get siege monsters for your team. We’re 
not done, as | think PVE should find its way 
out of the game as well. No one seems to 
play it and it has no replay value and is really 
just a cheap gimmick. 


Clan System- Something that HiRez needs 
to copy from SMITE is the clan system. In 
SMITE, you get a cool tag that is similar to 
your clan’s name and you earn clan honor 

in order to upgrade your clan and get cool 
skins. As for what you should be able to get 
for earning clan honor, my answer originates 
from Mario Kart DS. In Mario Kart DS, you 
could design a custom logo and put it on the 
front of your kart. My idea in Paladins is that 
your clan could have a custom logo (either 
with file upload or a MS Paint-esque feature 
like in MK DS) that you could put on your 
weapons. Each weapon would cost a certain 
amount of clan honor, meaning that you’d 
grind a lot to get them for every champion. 


SF 
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Additionally, clan quests such as “win 50 
games with a member of your clan in your 
party” would reward everyone in your clan 
with extra clan honor. 


Friend/Party System Update- | wish you 
could see your friends’ stats in game like 

you can on MyPaladins, MasterPaladins, or 
PaladinsGuru. On those sites, you can see 
your friends’ recent games, most played 
champions, and all-time stats like K/D/A 

and win percentage. Almost every other 
multiplayer game has this, is it really that 
much to ask? Something | want Paladins to 
take from Heroes of the Storm when it comes 
to the party system is that everyone has to 
ready up before the party leader can queue. 
The amount of times one of my friends is AFK 
and the party leader didn’t know and the AFK 
person got a deserter is uncountable at this 
point. 
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League System in Paladins esports- This isn’t 
something | expect for quite awhile, but | 

did like how we had it set up in the Fall of 
2016 with the 4 team league in each region. 
It’s really hard to follow the esports scene 
now when everything is a tournament to 
qualify for another tournament to qualify for 
another tournament to qualify for LAN. It’s so 
confusing to follow and it would be so much 
easier if we had more consistency like we 
have in the SPL (SMITE Pro League). There 
would be a relegation system as well in order 
to get newer teams into the league that may 
be better than the current talent. Roster rules 
would be put in place that would solve some 
of the issues we’re having with inconsistent 
rosters (shoutout to the North American 


Paladins Community Magazine Issue 6 


Paladins scene). On a separate note, Is 
anyone else also really excited for Paladins 
esports on console? 


More Noob Friendliness- In SMITE, you 
can see when looking at a god’s abilities the 
pros and cons of that god so you know what 
to expect when you play them. Something 
that’s in almost every other multiplayer game 
that helps you learn champions is by telling 
you how difficult they are in some way. It 
would be nice to know that this champion 

is “Hard” and that | should probably try the 
“Easy” champion first. Another aspect we 
need to make more noob friendly is default 
loadouts, as right now there is only one 
default loadout that may not work if you go 
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By ToniJade 


CHOOSE YOUR LOADOUT 


DEFINE YOUR PLAYSTYLE 


BASIC VIKTOR 
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a different legendary. | propose that there 
should be a loadout for every legendary so 
that way the person can manage playing a 
different playstyle more easily. For example, 
Pip would have a default loadout for both 
Catalyst (flanker) and Mega Potion (healer). 
Lastly, | see a lot of complaints on /r/Paladins 
about people not knowing what items to buy 
in certain situations. A solution to this is to 
have a tutorial that better explains when to 
buy each item and also something similar for 
what champions counter each other. 


| may have left something out that you really 
think needs to be in the game, but | hope 
that you think my ideas aren’t too bad either. 
These things would definitely be good for the 
“quality of life” of players, meaning that we 
can have more people stick around and build 
a stronger player base. By Jacob Russell 
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CHAMPION TIERS 


LI By Jacob Russell MWUMMMMM MMMM hd, 


A common tradition in any competitive multiplayer game is to make a tier list of all playable 
champions to compare them and see which ones are worth playing for more than just fun. 
They’re typically made by a variety of people for a variety of levels of play. You'll have pro 
players who will give you an insight on what they think about in a competitive match while 
a casual content creator will tell you what’s good to grind those win quests in Normal Siege. 
The question is whether or not these two types of tier lists can agree with each other and 

if HiRez is getting the changes they want in terms of player perception of buffed/nerfed 
champions. This is one of the more analytical articles we’ve featured here in the magazine, 
but I still hope you enjoy it. Let’s analyze some tier lists! 


We’re going to start with the difference in e¢ Barik and Makoa’s shield cooldowns now 
the community tier lists from OB48 to OB50. start when it is destroyed or despawns. 
The main balance changes to note that were «¢ Buck’s shotgun damage was increased 
released in patches OB49 and OB50 are as from 550 to 570, max health was reduced 
follows: from 3,000 to 2,800. 
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e Maeve’s max health was increased from 
1,800 to 1,900. 

¢ Drogoz’s abilities and basic attacks were 
given lag compensation. 

e Androxus’ Reversal and Fernando’s Shield 
now don’t glitch out and allow projectiles 
through when you’re backing up. 

e Inara’s Impasse had its deploy range 
increased from 60 to 90 and now knocks 
up enemies. Stone Spear has less damage 
falloff and Mother’s Grace (Legendary) now 
grants debuff immunity. 

e Makoa’s Dredge Anchor cooldown was 
increased from 9 to 11 seconds. Ancient 
Rage now increases his health pool faster 
in Ancient Rage (.5 to .3s). His left click 
now also has gradual damage falloff. 

e Seris’ Restore Soul was decreased from 5 
to 4 seconds and Convergence’s pull delay 
was reduced from 1.5 to .5 seconds. 

e Ying’s Illusions had their time between 
heals increased from 1 to 1.2 seconds. 


So, let’s see how the community did in 
objectively changing their tier list: 


e Barik was properly moved down from A to 


a nerf to his shield cooldown and had no 
buffs. 

Makoa had his rating properly reduced, but 
still stayed in the A+ tier. The community 
believes he’s still a great pick despite a 
nerf to his best tool in Dredge Anchor. 
Does he need another nerf? 

Buck was properly moved down from A to 
B+. 200 less health is more important than 
20 extra damage, making this a logical 
change. 

Maeve received a buff but her rating didn’t 
change at all. Perhaps another buff is 
needed for her besides 100 bonus health? 
Drogoz had his rating correctly increased 
because lag compensation does make his 
damage a lot easier to confirm. 

The community got Fernando and 
Androxus’ movements correct as well. 
They both saw an increase in their rating 
because now their defensive capabilities 
are more reliable. Fernando even saw 
himself jump a tier to B+. 

Inara received a lot buffs and the 
community sure noticed. She went from B 
to A+ and is now just shy of Makoa in the 
eyes of /r/Paladins. 

Seris stays in the same tier after her 


B+. This makes sense because he received cooldown buffs, but it is = that the 
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community sees her up there with 
Androxus and close to S tier. 


e Although I’m personally not sure why HiRez 


is nerfing Ying, the community did place 


her correctly given her Illusion nerf. She fell 
from the top of A to being on the edge of 


B+. 


I'd say that the community did a good job 
in terms of moving champions in the right 
direction, but you could argue that some 


champions deserve a bit more love. When | 
started this, | honestly didn’t think /r/Paladins 
could do it. I’m proud of you guys. Now let’s 
see if the community has the same thoughts 
on the meta as one of the best players in the 


world. 


So, Bird is the support player for the #1 team 
in the world, 50 Shades of Snek. He uploads 


a tier list and loadout recommendations 
every patch to his YouTube channel. For 
consistency’s sake, we’ll be checking out 


the differences in his tier lists from OB48 to 
OB50. 
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Bird gave Barik the falloff that he was due, 
from A+ to A. 

It’s quite interesting to see that Bird 
actually favors Makoa more in this patch 
than OB48. Potentially the pro knows a lot 
more about the game than us casuals? 
Makoa did receive less damage falloff on 
his left click, Bird thinks that’s enough to 
offset the Dredge Anchor cooldown nerf. 
Bird also agrees with the community in 
that Buck’s damage buff isn’t as important 
as that smaller health pool. 

Maeve didn’t get a boost in Bird’s ranking 
either, which means it should be clear that 
she needs some more love. 

The community seems to have a liking to 
Drogoz more than Bird, but both tier lists 
kept him in the same tier despite his new 
lag compensation. 

As for the two champions that got their 
Shield’s bugs fixed, Bird gave Androxus 
quite a boost from B+ to S. For our “spicy” 
tank, however, he seems to be forever 


stuck in A tier in the eyes of Snek’s 
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Support. 
It seems that everyone knows Inara is ina 


good spot right now, as Bird also gave her 
the nod up to A+ tier. 

Bird didn’t rate Seris for OB48 because she 
was just released, but he does agree with 


the community that she is in the A+ tier 
this patch. 

Ying was better in OB48 in the eyes of Bird 
compared to /r/Paladins, but they both 
agree that now She isn’t in a great spot. 
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Both now have her in B+, which is a shame 
for Bird given how much we know he loves 
the character. 


Even if you don’t care too much about 

what champions are good and just want to 
have fun, | encourage you to check out the 
content over at /r/Paladins and Bird’s YouTube 
channel. Thanks for making your tier lists, as 


I’m sure they help out a lot of people! 
By Jacob Russell 
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DREAMHACK OPEN BRACKET 
RECAP | 


LLL i ih hh bbs dsbecddcddddcacaaadddaddddaé CLL By Jacob Russell MMMM “aah hihi 


After a month of open bracket play on both sides of the pond, we’re down to 4 teams in each 
region in the hunt for a trip to Dreamhack Valencia. We aren’t done whittling down the field, as 
only the top two will make it to what they’ve been working for. 


Each region had two frontrunners for a Shades of SNEK. Other teams that made the 
majority of the tournament, but the battles for semifinals included WASD Sports and Burrito 
the bottom two spots were very close. Europe Esports (formerly Wolves Esports). Flash Point 
even saw a tie in points, but one team had the Esports wouldn’t show up as well in the first 
head to head advantage 2-1. North America week as they would in the rest of the open 
was also all kinds of crazy, as three teams brackets, as they started out tied for 5th along 
were within 5 points of each other heading 
into the final week. Who will you see in Round 
Robin play? Keep reading to find out! 


Every weekend started with Europe on 
Saturday, but it didn’t take long for the 
standings to take shape. District 69 came 
out strong headed out of the Masters LAN, 


taking the week 1 crown from their rivals 50 
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with the likes of WLG, Royal Blue Esports, and 
Ethereal. 


North America started their open bracket 
qualifiers with a very unexpected loss from 

a top team. Denial Esports (formerly Team 
Eager) fell in the quarterfinals to Impact, who 
surprised everyone and took 2nd on the day. 
IWWA had been a team that we didn’t see 
much of in ESL or GGN, but they definitely 
came to play in the official HiRez tournaments. 
Before getting picked up by Dare Rising ina 
following week, they beat a veteran team in 
Spooky. Spooky was a team that played in 
the Masters LAN gauntlet, so people maybe 


expected a bit more from them against a team 


that we didn’t know much about coming into 
the open brackets. Odin’s Chosen (who at the 
time was Astral Authority) took the top spot in 
the first week. 
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After settling for silver to start the qualifiers, 
50 Shades of SNEK knew that they had to 
strike back against D69 in order to have a 
chance to be at the top of the standings when 
it was all said and done. Other than SNEK’s 
3-1 dominance over District 69, a large part 
of the bracket was very similar to the week 
before. It’s important to note that Flash Point 
Esports, WLG, and Royal Blue Esports were 
still very much in striking distance of the 3-4 
spots (20 points shy). At the halfway point, 
the teams that were headed to Valencia were 
SNEK (160 points), D69 (160 points), WASD 
(80 points), and Burrito (50 points). 


Denial Esports fell way short of community 
expectations in the first week, but they 
shaped up in week 2 and made it to the finals 
against Odin’s Chosen and got their revenge 
on Impact in the quarterfinals. Spooky fell off 
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from 4th place in the first week and took 5th 
in week 2 after being taken out by Woogly 
(who eventually finished 3rd after taking out 
IWWA). After taking first place in back to back 
weeks, Odin’s Chosen pretty much secured 
their spot in the next stage halfway through 
the open brackets. 


Although it didn’t really matter for the two 
teams at this point, 50 Shades of SNEK made 
it two weeks in a row of taking the top spot 
over D69. An important development this 
week is that Flash Point Esports took out 
Burrito Esports but fell to WASD in the 3rd 
place match. This put them within 15 points 
heading into the final week, meaning that 
the only thing they had to do to bridge the 
gap is to “eat the Burritos” in the last week 
of qualifiers. Given how they took D69 to 5 
games in the semifinal of week 3, it definitely 
isn’t something you could’ve ruled out. 
Started from the bottom and now they’re here, 
as Denial continued to improve every week 
to first place in week 3 over Odin’s Chosen! 
IMPACT had the opposite trend, as they 
started out on top and fell in the quarterfinals 
to Kungarna (SWARM) in the third week. 
Swarm’s third place finish this week would 
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put them in 6th heading into the final week, 
they started to look like the team we knew 
from ESL in the second half of the qualifiers. 
Heading into the last week it was a really tight 
race at the top of the NA standings: Odin’s 
Chosen (260 points), Denial (170 points), 
IMPACT (80 points), Dare Rising (75 points), 
Woogly (75 points), and SWARM (Kungarna, 55 
points). 


The final week for Europe wasn’t that 
important in the grand scheme of things 
besides the Burrito vs Flash Point matchup. 
Flash Point did in fact get the win over Burrito 
but fell to D69 and WASD to close out their 
run in the open brackets. Here’s the final 
standings for the top 8 teams: 


Team Name Points 
Snek* 360 
D69* 280 
WASD* 160 
Flash Point* 70 
Burrito 70 
Royal Blue 40 
WLG 40 
MadCorps 25 
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With a lot of teams on the bubble, anything 
could’ve happened in North America. What 
ended up happening is that IMPACT dropped 
from 3rd to 5th after losing to SWARM 2-1 in 
the quarterfinals. SWARM’s 2-0 victory in the 
3rd place match over Dare Rising gave them 
enough points to jump from 6th to 4th. It’s 
true that every single game counted in this set 
of qualifiers, as the team that secured the last 
spot in both regions didn’t crack the top 4 until 
the final week. Your favorite team is never 
safe, but that just makes watching Paladins 
omen | all the more " esiee 

‘TeamName Name 
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These 8 teams now move on to the Summer 
Premier Qualifiers from June 3rd to June 18th. 
Each team will play each other in one best of 
3 series to decide the two teams headed to 

Dreamhack. Make sure to catch all the action 


at twitch.tv/PaladinsGame! 
By Jacob Russell 


INTERVIEW WITH HAYDEN 
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OWNER OF THE ORGANISATION 'KANDAESPORTS" 


OLLI ih bh sdsddddddddddddcdcccdccccccncdcccaccaaaadaaadadaddadde By Jacob Russell 
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All of our past interviewees have been from North America and Europe, but in this issue we 


go down under to interview another Paladins esports personality. 


You may have heard of Haydz’s team if you 
watched the last two LANs since they seem to 
always go the distance. Haydz and the rest of 
Kanga Esports have made a name for them- 
selves and Oceanic esports as a whole by 
taking 3rd in both of those events. In esports’ 
past, the precedent has been set that North 
America, Europe, and South Korea dominate 
almost every esports scene. Our interviewee 
this issue has changed that narrative, so it’s 
about time that the world learned more about 
him. Enjoy! 


What is it like both owning an 
organization while also maintaining your 
skills as a professional player? 
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It is really all about time management and 
being able to outsource the basic time con- 
suming jobs. My schedule is usually work all 
day, come home and have a few hours with 
the family, then 8-10/1l1lpm every night we 
scrim Paladins. 


Do you have any experience in other 
esports? 


| started my esports career in Call of Duty 
and | moved to Overwatch and I’m obviously 
in Paladins now. The Kanga Esports Paladins 
team used to play under the name “After- 
mind” in Overwatch and was top 3 in Ocea- 
nia. Since moving to Paladins, we have won 
113 maps in a row. 
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Before we get into some Paladins 
specific questions, is there any chance 
you would ever post Paladins videos on 
your old Minecraft channel? (Yes, | was a 
Minecraft guy too at one point.) 


Yea | have posted a few videos about Paladins 
on my YouTube channel, it’s more of just a 
personal channel for the videos | want to re- 
member now. 


You’re known as one of the best 

Barik players in the world, what are your 
thoughts on the recent change to 
Barricade’s cooldown? 


There is multiple issues with Barik currently. 
The Barricade changes weren’t needed, but 
Barik is still in a decent state. 


Makoa is about to have the cooldown of 
his Dredge Anchor increased by 2 
seconds. Do you think that he’Ill still be 
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the considered the best tank/champion 
in the game? 


He’s just a really safe pick because he can’t 

be countered, and 1 hook can win the game. 
lam hoping he continues to get nerfed so he 
isn’t a permanent top pick. 


What are your thoughts on the new 
Paladins Lead Designer, HiRezMartini? 


| haven't heard anything about him, we will 
see soon what he has to bring to the game. 


Do you have any criticism on the state 
of the game or how the esport is 
structured? 


The developers need to actually talk to the 
pro players, or at the very least focus on fix- 
ing major bugs before releasing new champi- 
ons/cosmetics. 
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What champion do you like to play if 


you’re bored in a casual and you’re not 
playing competitively? 


Androxus is a great champion to play in casu- 
al just because he’s the best to warm up your 
aim on. 


Your Paladins team (who at the time 
were under Abyss) was praised (by Fox 
Sports Australia) as being one of the 
first Oceanic esports teams to thrive on 
the international stage at the Paladins 
Invitational. Why do you think 

Oceanic teams in other esports struggle 
so much? 


We may have been one of the only teams 
from Australia to come top 3 in a world fi- 
nals, but Australia is actually one of the most 
successful countries in the world at esports 
once you consider how small the popula- 
tion is compared to larger regions. Australia 
has world class teams/players in COD, Halo, 
CS:GO, Brawlhalla, Paladins, and Overwatch 
as far as | know. 
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What is the current state of the Paladins 
scene in Oceania? How does the meta 
differ from the other regions? 


Meta is pretty similar now, with the recent in- 
flux of new teams we are looking much better 
than we were before. The Oceanic scene is 
growing rapidly, but it’s obviously still small 
compared to Europe or North America. 


What do you like to do outside of 
Paladins esports? 


| run multiple companies, all related to gam- 
ing in some way or another. My most recent 
project currently involves setting up a gam- 
ing venue in Melbourne so | can host LANs to 
help grow esports in Oceania. 


Are there any shameless plugs or 
shoutouts you would like to make? 


You can keep up to date with Kanga Esports 
on Twitter (@KangaEsports), Facebook (Kanga 
Esports), and on their website (kangaesports. 
com). Follow my personal Twitter as well (@ 


Haydztweets). By Jacob Russell 
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